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WARNING 


ZAXWARNING: PHOTOSENSITIVITY/EPILEPSY/SEIZURES 


READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER ENTERTAINMENT SYSTEM. 

A very small percentage of individuals may experience epileptic seizures or blackouts when 
exposed to certain light patterns or flashing lights. Exposure to certain patterns or backgrounds 
on a television screen or when playing video games may trigger epileptic seizures or blackouts in 
these individuals. These conditions may trigger previously undetected epileptic symptoms or — 
seizures in persons who have no history of prior seizures or epilepsy. If you, or anyone in your 
family, has an epileptic condition or has had seizures of any kind, consult your physician before 
playing. IMMEDIATELY DISCONTINUE use and consult your physician before resuming gameplay 

if you or your child experience any of the following health problems or symptoms: 


¢ dizziness ¢ disorientation 
* altered vision * seizures 
* eye or muscle twitches * any involuntary movement or convulsion 


¢ loss of awareness 
RESUME GAMEPLAY ONLY ON APPROVAL OF YOUR PHYSICIAN. 


Use and handling of video games to reduce the likelihood of a seizure 
¢ Use ina well-lit area and keep as far away as possible from the television screen. 
¢ Avoid large screen televisions. Use the smallest television screen available. 
* Avoid prolonged use of the PlayStation 2 system. 
Take a 15-minute break during each hour of play. 
¢ Avoid playing when you are tired or need sleep. 


Stop using the system immediately if you experience any of the following symptoms: 
lightheadedness, nausea, or a sensation similar to motion sickness; discomfort or pain in the 
eyes, ears, hands, arms, or any other part of the body. If the condition persists, consult a doctor. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation 2 system to a projection TV without first consulting the user manual 
for your projection TV, unless it is of the LCD type. Otherwise, it may permanently damage your 
TV screen. 


HANDLING YOUR PLAYSTATION 2 FORMAT DISC: 

* This disc is intended for use only with PlayStation 2 consoles with the NTSC U/C designation. 
Do not bend it, crush it or submerge it in liquids. 

Do not leave it in direct sunlight or near a radiator or other source of heat. 

Be sure to take an occasional rest break during extended play. 

Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective 
case when not in use. Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines 
from center to outer edge. Never use solvents or abrasive cleaners. 
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Set up your PlayStation® 2 computer entertainment system according to the 
instructions in its Instruction Manual. Make sure the MAIN POWER switch 
(located on the back of the console) is turned ON. Press the RESET button. When 
the power indicator lights up, press the OPEN button and the disc tray will 
open. Place the Jumper: Griffin’s Story disc on the disc tray with the label side 
facing up. Press the OPEN button again and the disc tray will close. Attach 
game controllers and other peripherals, as appropriate. Follow on-screen 
instructions and refer to this manual for information on using the software. 


"STARTING UP 


DUALSHOCK’2 ANALOG CONTROLLER CONFIGURATIONS 


L2 button R2 button 
L1 button R1 button 
directional 
buttons 


A button 
left analog stick © button 
(L3 button when pushed down) 

SELECT button X button 
ANALOG mode button 1 button 


START button 
right analog stick 
(R3 button when pushed down) 


MPER GAME INTRODUCTION 


Welcome to the world of Jumper where anywhere is possible! You will play as 
Griffin, a young man with the ability to teleport. Griffin is caught in the ongo- 
ing war that has been raging for centuries between “Jumpers” and those who 
have sworn to kill them. 


CONTROLS 


PlayStation 2 Dual Shock Controls: 


X (button icon) - Light Attack 

Square (button icon) - Heavy Attack 

L1 button - Block 

R1 button - Jump Marker 

Circle (button icon) - Jump Attack 

Triangle (button icon) - Swap and Pick Up Weapons 
Right Analog Stick - Rotate Camera/Steer Jump Marker 
R3 button - Center Camera 

Left Analog Stick - Movement/ Directional Attack 
START button - Pause Menu 


TITLE SCREEN 


Griffin's Story 


This is the Title Screen. Press Start to enter the game for the first time, or be 
taken to the Profile Select screen if one has been saved previously. 


CHOOSE A PROFILE 


If a Profile has been saved previ- 
ously, you will be shown the Profile 
Select screen after pressing Start 
and before entering the game. From 
this screen you can start a new 
game, load a previous game, or de- 
lete a game. There are three separate 
profiles available. 


Note: 
To save a profile, you must have a memory card (8MB) (for Playstation®2) 


Jumper saves game progress to the selected profile by using Autosave. 


THE LAIR 


After selecting a profile, you will enter into Griffin’s secret Lair. The Lair serves 
as Griffin's central hub. Here you will find the Menu Room and Griffin’s Trophy 
Room. 


THE MENU ROOM 


When first entering the Lair, Griffin will 
start out in the Menu Room. There are 
interactive objects in this room which 
can be selected to continue the cur- 
rent game, set options, view unlocked 
cut scenes, replay a chapter, or jump 
to the Trophy Room. Simply walk up to 
a Menu Item and press X (button icon) 
to access that Menu Item. 
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OPTIONS MENU 

Set options such as sound volume, vibration, or camera rotate preferences. 
Use the D-Pad to cycle through and make changes to the various Options set- 
tings, and press the X button to save the settings and return to the Menu Room. 
To cancel any changes made, just 
press the Triangle button to back 
out. The Options Menu is also avail- 
able through the in-game Pause 
Menu. 


CUTSCENE VIEWER 
Unlocked Cutscenes can be viewed by selecting this menu icon. 


CUTSCENES 


SELECT 


a 


REPLAY CHAPTER 


Here you can replay any level in the game that you have already completed. 
There are many Hidden Items, Weapons, and Secret Rooms to find. Try to find 
them all! 


TROPHY ROOM 

In the Trophy Room you can examine all 
the collectables that you have found in 
the game so far. Collectables include 
Hidden Items and Weapons that can 
be found throughout the levels, or in 
Hidden Rooms. Weapons that you have 
acquired will be found on the Weapon 
Rack. Here you can choose one un- 
locked weapon for each of the 5 weapon classes to bring into the game. Walk 
up to the Weapon that you would like to equip and press the Triangle button. 


CONTINUE GAME 


This selection will enter Griffin into the 
game where he last left off. 


MAIN GAME SCREEN 


Player Health Bar 


Jump Meter Way-point indicator 


Griffin’s Health: This represents your health. If it is emptied completely, you 
must start over from the last checkpoint. Griffin’s health slowly regenerates 
over time. 


Jump Meter: Each time Griffin successfully attacks an enemy, his Jump Meter 
fills. Pressing the circle button will release the Jump Meter and Griffin will 
perform a special Jump Attack. There are 3 levels of Jump Attacks, the more 
the Jump Meter is filled, the more devastating the attack will be. 


Way-point Indicator: These arrows will appear on either side of the screen or 
will point directly over the intended target to help guide Griffin through the 
level. The color of the indicator shows how far you are from the intended target. 
The color fades from Blue to Red as Griffin moves closer to or farther away from 
the target. Blue represents being far from the target and Red represents being 
very close. 
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JUMPING 
Griffin can use his unique ability 

as a Jumper to jump away from 
dangerous situations, sneak up 

on enemies, or navigate through cer- 
tain obstacles. Press and hold the 
R1 button, and you will see the Jump 
Marker appear on screen. Use the 
Right Analog Stick to steer the Jump 
Marker, then release the R1 button 
to jump Griffin to that point. 


JUMPER COMBAT 


Griffin integrates his Jumping ability 
into every facet of combat. He can 
freely jump to and attack an oppo- 
nent from any angle. Press the Left 
Analog stick in any direction while 
attacking an enemy to jump to and 
attack him from that angle. 


There are five classes of weapons in 
the game: 


Griffin can carry one unlocked weapon from each of the 5 weapon classes at 
any time. Use the (Triangle) button to switch between weapon classes. Here are 


the weapons and the weapon classes that they belong to: 
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Short Cudgels 


Tonfa 
Rattan Sticks 


Baton 


Long Cudgels 


Baseball Bat 
Wolftooth Mace 


Short Blades 


Bowie Knife 
Tanto 
Kukri 


Gladius 


Long Blades 


Katana 
Kanetsune Odachi 


Specials 


Flamethrower 
Grenades 
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Each weapon has two basic attacks: 
Light Attack (X icon) button 
Heavy Attack (SQUARE icon) button 


You can chain and create combos with these two attacks. 


TARGETING AND ATTACKING 


Green indicator arrow appears above the currently targeted enemy. 


JUMP ATTACKS 


As you fight, you will charge up the Jump Meter. It has three segments. When 
one or more segments are filled, hitting the (CIRCLE ICON) button will release 
very powerful Jump Attacks. If all three levels are filled, the Jump Attack will 
inflict damage onto multiple enemies. 
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PAUSE MENU 

During the game, pressing the 
START button will bring up the pause 
screen. Here you can enter the op- 
tions screen, look at your current 
statistics, view the controller layout, 
return to the game, or quit and return 
to the Lair. 


STATS SCREEN 

The Stats screen shows your progress in acquiring the Hidden Items per level. 
You can also see which weapon class Griffin has been using most often, as well 
as view stats such as total number of 
kills, kills per weapon, and kills per 
Jump Attack. 
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DEVELOPED BY 
COLLISION STUDIOS 


LEAD DESIGNER 
Paul Baker 


LEAD LEVEL DESIGNER 
Aaron Casillas 


LEVEL DESIGNERS 
Michael Bedernik 
Adam Bryant 

Angel Sisson 


SYSTEMS DESIGNER 
Kevin Stocker 


TECHNICAL DIRECTOR 
Phil Harvey 


LEAD PROGRAMMER 
David Brady 


PROGRAMMERS 
Eitan Levy 
Jason Wahlberg 


ART DIRECTOR 
Scott Fabianek 


ENVIRONMENT ARTISTS 
David Budlong 

Nestor Carpintero 

Johnny Mejia 

Ted Morente 
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Chris Powers 
Matt Reynolds 


CHARACTER ARTISTS 
Ted Morente 
Gabe Sventek 


LEAD ANIMATOR 
Ray Cosico 


ANIMATORS 
Ben Brigham 
Jason Pickering 


HUD/UI 
Gabe Sventek 


QA LEAD 
Brian Keppler 


COLLISION QA 
Jamar Graham 
Kenny Treantafilos 


DIRECTOR OF OPERATIONS 
Darrell Benvenuto 


OPERATIONS 
Arlene Benvenuto 
John Garcia 
Janet James 
Keith Rodriguez 
Madeleine Wong 


PRODUCER 
Guy Silliman 


CEO 
Philippe Erwin 


PRODUCTION CONSULTANT 
Gary Sheinwald 


COLLISION STUDIOS SPECIAL 
THANKS 

Harsh Borah 

John O'Neill 


ADDITIONAL ART BY DIGITAL 
BAMBOO 

Digital Bamboo Entertainment 
(Beijing) 


LEAD ARTIST 
Cui Haiging 


ARTISTS 
Huang Di 

Mi Jiayi 

Yang Ling 
Tian Lu 

Wang Wei 
Jiang Xiaoying 
Liu Xu 

Yu Zhigiang 


PROJECT MANAGER 
Liang Bo 


VOICE TALENT 
Christopher Alex 
Philip Anthony 
Ness Bautista 
Jamie Bell 

Cathy Cavadini 


Lisa Fuson 
Mike Hagiwara 
Johnny Hawkes 
David Lodge 
David Markus 
Tohoro Masamune 
Oliver Muriheadi 
Chris Parson 
Khary Payton 
Amanda Philipson 
James Sie 

Brian Tochi 


VOICE-OVER PRODUCTION 
VoiceWorks Productions, Inc. 
Direction: Douglas Carrigan 
Admin: Laurie Wagner 


RECORDING STUDIO 
Atlantis Group 


Engineer 
Jaimie Seidow 


Dialogue Editing 
John Chominsky 
Micah Johnson 


Music composed & 
Orchestrated by 
Chris Tilton 


Produced by 
Michael Giacchino 


Performed by 
The Hollywood Studio Symphony 
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Conducted by 
Tim Simonec 


Recorded & Mixed by 
Dan Wallin 


Music Editors 
Stephen Davis 
Paul Apelgren 


Orchestra Contracted by 
Reggie Wilson 


Copyist 
Gregg Nestor 


Recorded & Mixed at 
Warner Bros. Eastwood Scoring Stage 


Recording Crew 
Greg Dennen 
Ryan Robinson 


Scoring Assistant 
Andrea Datzman 


Produced and Supervised by 
Michael Giacchino 


SOUND DESIGNER 
Gregory Hainer 

2-D CINEMATICS 
MK Productions, Inc 


EXECUTIVE PRODUCER 
Melissa Kangeter, EP 
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DIRECTOR 
Peter Hermann 


2-D ARTIST 
Brian Stelfreeze 
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Published By 
Brash Entertainment 


Chairman and CEO 
Mitch Davis 


President and COO 
Nicholas Longano 


Chief Financial Officer 
Bill Chardavoyne 


Chief Creative Officer 
Larry Shapiro 


Sr. VP Business Affairs & General 
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Patrick Sweeney 


Sr. Counsel 
Melissa Miller 


Senior Executive Producer 
Jonathan Eubanks 


Senior Producer 
Stephen Townsend 


Creative Producer 
Daniel Badilla 


Associate Producer 
Kit Chan 
Doug Rukavina 


Director of Content 
and Integration 
Kevin Brown 


Production Assistant 
Philip Isles 


Technical Director 
Tae Joon Park 


Executive Vice President Sales 


and Marketing 
Yasmin Naboa 


VP of Sales 
Anne Skorski 


VP of UK Sales 
Adam Prichard 


Director of Marketing 
Jason Covey 


Brand Manager 
John Choon 


Marketing Consultant 
Ava Barab 


Director of Analysis & Research 
Barbara Creary 


Market Analyst 
Nathaniel Botwick 


Vice President of Communications 
Tiffany Spencer 


PR Manager 
Abby Topolsky 


Director of Operations 
Amy Small 


Operations Manager 
Nicole Condrick 


QA and Localization 
Babel Media 
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Cathy Bunnin 
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Bert Ellis 
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Alycia Marrapodi 
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Ely Orias 

Sanford Panitch 
Cynthia Pascoe 
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Anna Roca 

Ryan Rothenberger 
Jo Sarajina 

Tony Sella 

Thomas Tull 

822 Digital 
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END-USER LICENSE AGREEMENT (“EULA”) 


SOFTWARE LICENSE AGREEMENT: IMPORTANT — READ CAREFULLY: YOUR USE 
OF JUMPER: GRIFFIN’S STORY (THE “PROGRAM”) IS SUBJECT TO THE SOFT- 
WARE LICENSE TERMS SET FORTH BELOW. THE “PROGRAM” INCLUDES ALL 
SOFTWARE INCLUDED WITH THE AGREEMENT. THE ASSOCIATED MEDIA, ANY 
PRINTED MATERIALS, AND ANY ON-LINE OR ELECTRONIC DOCUMENTATION 
AND ANY AND ALL COPIES OF SUCH SOFTWARE AND MATERIALS. BY OPENING 
THIS PACKAGE, INSTALLING, AND/OR USING THE PROGRAM AND ANY SOFT- 
WARE PROGRAMS INCLUDED WITHIN THE PROGRAM, YOU ACCEPT THE TERMS 
OF THIS LICENSE WITH BRASH ENTERTAINMENT, LLC. (“BRASH”). 


LIMITED USE LICENSE: Subject to the conditions described below, Brash grants you the 
non-exclusive, non-transferable, limited right and license to install and use one copy of the 
Program solely and exclusively for your personal use. All rights not specifically granted under 
this Agreement are reserved by Brash and, as applicable, Brash’s licensors. The Program is 
licensed, not sold, for your use. Your license confers no title or ownership in the Program 

and should not be construed as a sale of any rights in the Program. All rights not specifically 
granted under this Agreement are reserved by Brash and, as applicable, its licensors. 


LICENSE CONDITIONS 

You agree not to: 

* Exploit the Program or any of its parts commercially, including but not limited to use at a cy- 
ber café, computer gaming center or any other location-based site. Brash may offer a separate 
Site License Agreement to permit you to make the Program available for commercial use; see 
the contact information below. 

* Sell, rent, lease, license, distribute or otherwise transfer this Program, or any copies of this 
Program, without the express prior written consent of Brash. 

* Use the Program, or permit use of the Program in a network, multi-user arrangement or 
remote access arrangement, including any on-line use, except as otherwise specifically provided 
by the Program. 

* Use the Program or permit use of the Program, on more than one computer terminal, or work- 
station at the same time. 

* Make copies of the Program or any part thereof, except for back up or archival purposes, or 
make copies of the materials accompanying the Program. 

* Copy the Program onto a hard drive or other storage device; you must run the Program from 
the included DVD-ROM (although the Program itself may automatically copy a portion of the 
Program onto your hard drive during installation in order to run more efficiently). 

* Reverse engineer, derive source code, modify, decompile, or disassemble the Program, in 
whole or in part. 

* Remove, disable or circumvent any proprietary notices or labels contained on or within the 
Program. 

* Export or re-export the Program or any copy or adaptation thereof in violation of any ap- 
plicable laws or regulations. 
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OWNERSHIP: All title, ownership rights and intellectual property rights in and to the Program 
and any and all copies thereof are owned by Brash. The Program is protected by the copyright 
laws of the United States, international copyrights treaties and conventions and other laws. The 
Program contains certain licensed materials and Brash may protect their rights in the event of 
any violation of this Agreement. You agree not to remove, disable or circumvent any propri- 
etary notices or labels contained on or within the Program. 


LIMITED WARRANTY: Brash Entertainment warrants the original purchaser that this disc is 
free from defects and materials and workmanship for a period of ninety (90) days from the date 
of purchase. Brash Entertainment will, at its option, repair or replace this disc, free of charge, 
postage paid with proof of date of purchase, at its offices. EXCEPT SET FORTH ABOVE, 
THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR 
WRITTEN, EXPRESS OR IMPLIED, INCLUDING ANY WARRANTY OF MERCHANT- 
ABILITY, FITNESS FOR A PARTICULAR PURPOSE OR NON-INFRINGEMENT, AND 
NO OTHER REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING ON 
OR OBLIGATE BRASH. 


When returning the Program for warranty replacement please send the original product disks 
only in protective packaging and include; (1) a photocopy of your dated sales receipt; (2) your 
name and return address typed or clearly printed; (3) a brief note describing the defect, the 
problem(s) you are encountered and the system on which you are running the Program; (4) if 
you are returning the Program after the 90-day warranty period, but within one year after the 
date of purchase, please include check or money order for $20 U.S. currency per CD replace- 
ment. Note: Certified mail recommended. 


In the U.S. send to: 
Warranty Replacements 
Brash Entertainment 
6353 Sunset Blvd., 6th FL 
Hollywood, CA 90028 


PRODUCT SUPPORT: 
Technical Support Information: 


Contact us over the Internet: 
Visit our online technical support page at www.brashent.com/ support or send an email to 
4 customersupport@brashent.com. 


Contact us by Phone: 


You can also contact us by phone by calling 323-330-8599. Note that this number is for techni- 
’ cal assistance only. No hints and tips will be given out over the Technical Support line. 
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